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MEJORAS EH UNA MAQU1NA RECREATIVA. 
Consistentes en: imeorporar en su pantalla una pluralidad de indicadores (5) 
portadores de grafisaos que reflejan esca:onadan,ente los diferentes valores 
de los premios obtenibles; establecer en la circuiteria de control de la «*- 
q uina un circuito auxiliar que, a tr.ves de los pulsadores de accionamiento 
(7,8), y ante el registro por parte del circuito de una situaci6n de preaio, 
posibilita la variaci6n hacia mis o hacia menos, en orden a aumentar el va- 
lor del premio; e incluir un indicador (6) auxiliar y un segundo indicador - 
(9) auxiliar indicative del resultado determinado por el circuito auxiliar, 
tras el accionamiento de los pulsadores (7,8). 
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KEKOKIA DESCF.IPT IVA 
U P-sente invencion se refiere, « "presa en esta 

Peoria dascriptiva, a una aa^ina recreate ha side sen- 
9ibl e ffl ente - ^ada en orden a poUnciar sua caractarisUcas fun. 
cionales, 

U ^i- la invenci« propona as del tip. da 1- « 
incorporan un da ta,boraa, o taaboraa si-ulados, ported^ 

„. da e£»bol« capacas da aatablaoar difarantas co.binaci^as, 

susceptible s de prenio. 

En e.taa ^uinas, ceo aa aabido, al introducir una «*ada 
B0 ponan an funci^aManto 1- "ta^boraa" , BU ,arada d.tar^a 
obinaei*., praatablacida an a! program da sobiamo de-la 
^uina, axiatiando raa^cUvoa p^aadoraa *ra la parada **. 
taffl boxee, aun^ua raal-nta talaa pulsadoxaa no inciden en la ?? - 
binacicn final • 

«. WW**- - •> *»*> - - - 
parte del jugador. 

„ » — » — - - — — fc ' M ° i>i *• " 

liM ., *u~ - * ""'^ 

" »" — " " " ^ 
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a partir del pre.io obtenido, puede inter.tar aursntarlo, con 
el ries £ o de que este diecinuya, -ediante el accionarcier.tc de 

un pulsador auxiliar. 

Obviaoente esta posibilidad solo sera ofrecid* por la aa- 
quina cuando el p»i. obtenido no sea Ifcite, es decir cuando^ 
no ae trate del preaio ■ixin.o o del preaio /. 

El aocionaaiento de tal puleador trae ooneigo la puesta en 

*• - cjrCUit ° aUlilittr ' 6li8tentC " 61 Pr -- 
m ae la aiquina, de .anera que el P ™io inioialoente obt^ido 

pued e pasar al valor in^diat-ente superior o al valor innedia- 
taaente inferior, refleSandoea este resultado en el eorreep«- 
diente indicador y a^inielrando la ..equina el pre»io resultaMe. 

Un segunde puleador pen>ite llevar a cabo esta jugada aW- 
liar oon doe eecalones, de mnera que el pro.io inicialaenie- 
tenido puede ser transfer^ en uno q ue en la escala de vaWfes 
ocupe doe poeiciones par arriba, oon el riesgo de que el pranio 
obtenido ocupa paralelaaente doe posicionee por dabajo en tal ee- 
cala. 

Existe taabien un circuito tt.pori.ador, de aanera que la 
situad* d. 3,ada coapleaentaria ee nentiene durante un pariodo 
pre.tableoido, traneourrido al oual ee elindna tal posibilidad y 
ta mquina suainietra el pre»io obtenido originalamte. 

ta oaquine ofrece ad«is la posibilidad de una eegunda jugada 
auxiliar, para la que dicta ^aquin* inoorpora en sue -taaboree- 
ade-as de los aotivos o grafien,oa oon que ee consigue la coabina- 
ci6n, respectivoe ntoroa cuyos eu.atorios se transform en al 
nua ero de "avances" a eu-inistrar a una alineacion de letrae que 
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eonfifrunn un vocablo, coco ?or ejeoplo la palabra "HSTEPT", 
o cualquiera otro. Cuando per el numero de avances obtenidos 
se consigue completer el vocable citado, ee ilumina un tambor 
auxiliar, preferentemer.te dispueeto en correspondencia can el 
juego de taabores a traves de los que ee obtienen las diferen- 
tes comb^acicmes, tambor auxiliar en el que aparecera un nume-. 
ro indicativo del nunmxo de avances unitarios que pueden efeo- * 
tuarse a eu ve* eobre los citados tambores principles , a traves 
de correspondientes pulsadoree, al efecto de variar la comtanal* 
cion priaitivaamte obtenida y do tratax de aleanzar otra asi^* 
tida par un premio directo. 

Este tambor auxiliar, ademas de ofrecer la posibilidad 'W * 
avances directo. sobre los tamboree principalee, cuyo valor '.».«■ 
refleja en el propio tambor, ofrece tambifa grafiemos eorrefeW- 
dientes a avances de nonpros no reflejados en el miemo, pera.tf* 
aparecen en un eenalUador complementer^ establecido en la pan- 
talla de la maquin*, y cuyo nu«ro eatara preferments compren- 

dido entre uno y dies. 

Dicbo tambor complement ario incorpora taabien un premio "mie- 
terioso- no reflejado a el mismo de foiaa directa, y que, de acuer 
do can la programs* on de la maquina, puede traneformarse en cual- 
quiera de los uremics establecidos en la misma, desde el premio 
■rinimo al premie maximo, los cuales ee suministraran de forma di- 
recta. 

Tambien existe la posibilidad de que la parade de este tambor 
auxiliar detenuna la puesta en funcionamiento ds los tsmbores prin 
cipales, hasta una situacion de parada en la que estos ofrecsn cual 
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q uier eacWnacifc detent ir.ar.te de prtBio, tar.bien entre loe va- 
lore s e-'bIbo y *i**o, pero con la particuUridad de ,uc e, es- 
te caso tales oremios, adenas de poier ser obtenidos de foma di- 
rects, permit*, establecer la priosra jugada auxiliar, al mas- 



menos» 



Finalmente, en el taabor auxiliar existe otra ■itutelfc.**? 
tensinante del premio maximo. 

Para coeolementar la deecripcion que seguidaaente se va a. 
realgar y con objeto de ayular a una aejor coaprension de las-. 
10 caracteristicae del invento, ee acoapana a la preeente aeaorla . 
descriptive, coeo parte integrate de la aisma, de una boja unica 
de pianos en la que con caricter ilustrstivo y no limitative jr.en 
m unica ficura, se ba repres«>tado una vista parcial en elsad*' 
frontal de una aaquina recreative realise de acuerdo cm BAT to- 

"*'*• 

15 joras objeto de 1b preeente invencim. 

A la viste de est*, figure puede observarse cono la caquina 
iue la invencica propone incarpora una serie de taabores 1, porta- 
dores cada uno de elloa de una plurelidad de eiabolos, coao es con- 
veners!, capacea de eeteblecer diferentes cocbinaciones suscepti- 
blee de pimio, estando cada uno de tales taaboree 1 asistido por 
el correspcrdierte puleador 2 para efectuar su eupueeta parada, a 
la vet que un puleador 3 eetableoe la puesta en funcionaaiento de 
dicbos taibores 1, tras la introduccion de la correspondiente mor.e- 



En la pantalla de la aaquina exietiran, coao es convencional , 
« serie de indicadores 4 relatives a las diferentes combinaci one s 
susceptibles de pre*io y a loc respsctivos preaios. 
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A patir fie esU er ruciuracior. conocifia, loc wrfeccicna- 
cientos r : uc la inversion propor.e se cer.'.ran en la existed 
adecas, en la r^talla de la caquir.a, d otra serie de indica- 
dores 5 , aaterializadoo en 1* respectivos valores correspondien 
tes a loc diferentee presios cMenibles por el jugador, de aane- 
ra que se eetablece una escala prcsresiva uesde el valor .fid... 
basta el valor maxico. En el ejeaplo represer.tado en la figura, 
tales valorer eon de 2^50-75-100-150-200-250-300-350-500, pero 
obviaaente estoa valores pueden variar sin liBitacion al^ni.— 

Ceda uno da eetos indicadores 5 esta r.sistido par un 
luoiniscsnte y, cuando en las ta,nbores 1 se consigue una ccnMna- 
cife preniada, se enciende el piloto correspondiente al WW.r 

5 del valor obtenido. 

Si^ltaneaoente se active otro indicadop 6 que inform -a»- 
gador sobre la pallidas de realgar una priaera jueada ivtifrT, 
ccnsietente co B o enterioraente se I dicho, en au-entar el valor 
del pr* C io obtenido en uno o dos escalones, con el rieseo de dis- 
minuirlo en la miBna proportion. 

Esto tan solo sera factible, obviaaente, cuando el prenio ob- 
tenido no se correspond* con loe valores limits. 

Para ello exiete un puis ad or 7 y un eegundo pulsador 8, que 
perniten llevar a cabo tal 3 ugada auxiliar con »nor o con mayor 
riesp,, es decir, con la posibilidad de variar en uno o en dos es- 
calones. Un indicator 9, con los si.bolos de ±1 y -1 , J « T 
ir.dican al oueador sobre el reeultado obtenido tras el accionaaien- 
to del pulsador correspondiente, mediante su iluminacifc, suminis- 
trando seguida.ente la Equina el pr-i. conseguido de acuerdo con 
el res atado de la jugada co-plementaria efectuada. 
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Esta j-^da auxiliar es opcional de ^era cue, tras la ilu- 
0 ,naci6n del ir.dioador 6, y tras un tiec P o prest^ecido, si el 
iU{r aaor no ba actuado sobre uno de los pulaadores 7-8. la oaouina 
sinistra directed el P-io obtenido en la ^ada principal. 

Los resultados de e*ta ^ada auxiliar no son aleatorios, »- 
no que el au B ento o la dis.inuci* del ,r«i. original ae enconU* 
r £ aebida^e prograaado, en orden a o. U e la -inistre ,n 

tod „ aoaento el p.-** de p-ios Ratable cido, oon respects 

a au recaudacioi. ,# # *• 

U Equina ofrece ad<rl« una se^d* jugeda acxiliar, ptra-la 
cual los propios taabores 1, de los -otivos convene! onalea 

. traves de los *. se consign las diferenies ccbinaci one*y~- 
corporan resolves nu-eros 1C Cusndo la coofcinacicn 
lo6 t.:bo«s 1 ao tiene pranio "recto y taabien a travls dei..^- 
cuito de pr^cidn de la se efectua el su^ono^os 

citados nuneros 1C y tal sunatorio se transform en . nu-ero de 

^ ^ineacion de letras 11 que confix ran 
"avarices" Buoinistrados a una axineacion 

un detenninado Tocablo. 

c»*. . «• >» «— ** " " 

a. »«- .-, .v— - « '• «""»» e,fc " 

,,*,««, - «. .»-. « " "-'- 14 - ' **■" 

„ «. * - — " i ' t ' a3MU * " """" 

. - pcsmiw- u pr-i., «-* —a- «• r " 4 ' """" " 

n4 »„, .1 - " "«"" ' " fer " Ci ""' " ' 3 ' 10 

,„..«»>. . « el «— *" " 
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: nr- -inai rente obtenic 

er , orcer. a v.riar H 

en ur.£ CGEOir.sxi or. precUca. 
ter-.a- ccr.vertirJa , en ujkp 

we . - — «»-• — - - " 

* ^,ire a expensas ae ra 

d . — ». - — - -^; M ' 

. m, f1 circuito do gobiemo " i» » i 
prograBaci on exietente en el «rcu 

t-Vfa la posiMlidad da el teabor 
Eiiete tambien ia p»= • . . 

„ <rt««tificado en pnnciplo y 
^—io -mlBterioeo" no identilicauo 
suministre un prm* 0 TOB 

*« los velores l£»ite. "^i" 0 * ninlB °' " 
Que pvede variar entre los vaior ■ 

q ri fin de la naquina * variable e!h 

tr olado tP^bien Por la procxa»ael6n d« la ? 

- a. =. estado de recauiaci on. 
funcian de - estaa ftCCiWW ien 
nicho taabor 12 V** d.teit.i«r, en so parao 

1 baste ,ue en eetos - -t"~ "» 
* Tos taoborts 1 basta que c - 

ptro c« 1» I* —WW- " P-' » 

. . , .rf,,. W' ' "" e ""* 

- — ~ 481 ""HZ* - * * 

En cualqnier caw, ae consign 

„♦« oue exiete vma mayor parti - 
del atracti^de la ^ina, por cuanto cue exi 

! d« fia rrollo del jucgo. 
• „«r oarte del jugador en el deearroiio 
cipacion por parte ^ dis . 

pescrito el ob^eto del presente kid. 
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REI.VI« nTf!>cl0NES 

1.- MAQUINA RECREATIVA MEJORADA, que siendo del 
tipo de las que se constituyen mediante una plura^lidad 
5 de "tambores" portadores de grafismos capaces de es.*e- 
blecer multiples combinaciones, susceptibles de premio, 
esencialmente se caracteriza porque su pantalla incop- 
pora una pluralidad de indicadores, portadores de..gra- 
fismos que reflejan escalonadamente los diferentes Valo- 
10 res de los premios obtenibles, estableciendose en la cir- 
cuiteria de control de la Equina un circuito auxiliar 
q ue, a traves de correspondientes pulsadores de acdlooa- 
.iento, J ante el registro por parte de dicho eirwffto 
de una situacidn de premio, posibilita la variaci-oaha- 
15 cia mas o nacia menos, en uno o dos escalones, en orden 
a aumentar el valor del premio, a riesgo de que este pue- 
da disoinuir, con la particularidad de que la maquina in 
corpora un indicador auxiliar informativo de tal posibili- 
dad, asi como un segundo indicador auxiliar indicative 
20 del resultado determinado por dicho circuito auxiliar, 

tras el accionamiento del - los correspondientes pulsado- 

res. 

2.- MAQUINA RECREATIVA MEJORADA, segun reivindi- 
• caci6u 1, caracterizada porque los "tambores" incorporan 
25 ademas de los grafismos combinatorios convencionales, 
grafismos numericos. relacionados con un circuito suma- 
torio de aquellos que aparecen en pantalla, tras cada 
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jugada, habiendose previsto que dicho sumatorio se con 
rierta en un tren de impulses suministrables a un marca- 
dor auxiliar, que se descarga cada jugada, marcador en 
el que se establece un nivel de impulsos, alcan».ador.*l 
5 cual se envia una senel al circuito general de la'#i- 
na, del que se deriva a su vez una nueva posibilidad ope 
rativa para ella, bien suministrando premios directos, 
bien suministrando posibilidades de preoio complemeW 
tario. 

10 3." MAQUINA HECHEATIVA KEJORADA, segun reivinii- 

caciones anteriores, caracterizada porque incorpora. .un 
tambor auxiliar que resulta operativo cuando el sum»torio 
de impulsos alcanza el valor prestablecido y citadb/en 
la reivindicaci6n anterior, estableciendo dicho tambor 

15 auxiliar en su parada la posibilidad de establecer un 
determinado niimero de giros parciales, correspondiente 
a la secuencia de grafismos de los tambores principals, 
en estos ultimos, a traves de sus correspondientes pul- 
sadores, indicando ademas dicho tambor auxiliar el nume- 

20 ro de impulsos posibles a traves de los propios grafismos 
numericos de los que es portador, o bien mediante la ilu- 
oinacion de un indicador correspondiente a un juego de 

pilotos auxiliares. 

4.- MAQUINA RECREATIVA MEJORADA, segun reivindica- 
25 clones anteriores, caracterizada porque el citado tambor 
auxiliar incorpora ademas un grafismo correspondiente a 
un premio directo, comprendido entre los valores maximos 
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7 minimos suministrables por la maquina, asi como otro 
graf ismo correspondiente a una situacion de dicho tambor 
auxiliar tal que se produce la conexion del sistema de 
alimentacion de los tambores principales, ccn el jcpilae- 
euente giro de los mismos, basta la parade de losS&f- 
mos en correspondent con una -eterminada combinacion 
premiada, tambien susceptible de variar entre ios.wflo- 
res limites y de acuerdo con la programacion prevrst* 
en el circuito de control de la maquina. 

5.- MAQUINA HECREATIVA MEJOHADA, segun quejla des- 
crito y reivindicado en la presente memoria, que coneta 
de doce hojas todas ellas escritas a maquina por .ana-sola 
de sus cares y se represents en los dibujos que se-acom- 
panan. 

Madrid, 21 de Junio 1.98'; 

JULIO HEHHEHO. 
p.p. 

J}f C « Item 



ANCHOR 161 U 



Industrial Property Record Office 



[illegible] 

Date of Presentation 
June 21, 1983 



SPAIN 

priorities 
Number 

publication Date 



Invention Patent 



Date 

International Classification 
G07F 17/34 



6915 
2506915 

Country 

[illegible] 



Name of the Invention 

IMPROVED ENTERTAINMENT MACHINE 



Petitioner 

SEGA S.A. 



address of petitioner 

Ctra. de Toledo Km 22,900 PARLA (MADRID) 



inventor 



Mr. CARLOS VILLA HERNANDEZ, who assigns his rights to the petitioning company. 



Beneficiary 

The Petitioner 

representative 

MR. JULIO HERRERO ANTOLTN 



TO BE USED AS FIRST PAGE OF THE NOTE 

JUNE 16, 1985 



ANCHOR 16099 



[illegible] 
(54) 

Improved gaming machine. 
v Fig. Only page 

[illegible]6915 

(57) 

IMPROVEMENTS TO AN ENTERTAINMENT MACHINE. 
Consisting of: including in the screen a number of indicators (5) showing graphs which 
reflect step-by-step the different values of obtainable prizes; including in the machine's 
control circuitry an auxiliary circuit which, by means of the actuating pushbuttons (7,8) 
and in the event that it detects a prize situation, enables variation in plus or mmus ,n 
order to increase the prize value; and including an auxiliary indicator (6) and a second 
auxiliary indicator (9) to show the result determined by the auxiliary circuit after 
actuation of pushbuttons (7, 8). 
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nrgrRlPTIVE REPORT 



Tnis invention refers, as stated in this descriptive report, to an entertainment 
machine which has been substantially improved in order to increase its functional 
characteristics. 

The machine proposed by the invention is of the type that include a set of drums 
or simulated drums, which bear symbols capable of establishing different prize-winnmg 
combinations. 

As it is well known, when a coin is dropped into one of these machines, the 
"drums" are set in motion and stopping these determines a combination, preestab.ished 
by the machine control program, the* being corresponding pushbuttons for stopp.ng 
the drums-a.though in reality such pushbuttons have no incidence whatsoever on the 
final combination. 

Improvements proposed by the invention aim towards an "extension" of the 
game with a higher participation of the player. 

In that sense, in addition to the conventional indicators corresponding to the 
possible prize-winning combinations, the machine includes in its screen another series 
of indicators corresponding to the different values relative to different prizes, ,n such a 
way that when a prize-winning combination is obtained, the indicator correspondmg to 
the value obtained is illuminated. An additional indicator, preferably show.ng the -+ 
and symbols or any other type of reference to the complementary play descnbed 
below, will also be illuminated telling the player that 
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starting from the prize obtained, he can try to increase it by pressing an aux.hary 
pushbutton, with the risk of obtaining a lower prize instead. 

Obviously, the machine will offer this chance only when the prize obtained is 
not a limit prize, that is, that it is neither the maximum nor the minimum prize. 

Pressing such pushbutton starts up an auxiliary circuit within the machine, so 
that the initially-obtained prize may go to the immediately higher value or to the 
immediately lower one, this result being shown by the corresponding indicator and the 
machine pays the resulting prize. 

A second pushbutton enables the performance of this auxiliary play with two 
steps, in such a way that the initially obtained prize may be transformed into one which 
is two steps above in the scale of values, with the chance that the prize obtained may go 

down two steps in said scale. 

There also is a timer circuit such that the complementary play situation is 
maintained over a preset time period. Once this period has elapsed, said play possibility 
is cancelled and the machine pays the prize obtained originally. 

n,c machine also offers the possibility of a second auxiliary play for which said 
machine includes in its "drums," in addition to the pictures or graphs which show the 
combination, respective numbers the sum of which are converted into the number of 
"advances" to be provided to a row of letters which 
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form a word such as the word "MYSTERY" or any other. When it is poss.ble to 
complete said word by means of the number of "advances" obtained, an auxi.iary drum 
is i.luminated. This drum should preferably be arranged so that it matches the set of 
drums through which the different combinations are obtained, litis auxiliary drum wdl 
show a number indicating the number of unit "advances" which may be made in turn on 
said main drums by means of the corresponding buttons, so as to change the ongmal.y- 
obtained combination and try to obtain another one which has a d.rect prize. 

This auxiliary drum, besides giving the possibility of direct advances over the 
m ain drums, the value of which is shown on the drum, a.so offers graphs correspondmg 
,o advances of numbers not reflected in said drum but are shown in a complementary 
indic a,or established in the machine's scree. This number shall preferably be inc.uded 

between one and ten. 

Said complementary drum also includes a "mysterious" prize not shown d.rectly 
0 „ same and which, according to the machine's program, may be transformed into any 
of the prizes established in same, from the minimum to the maximum prize, whtch shall 

be delivered directly. 

There also is the possibility that the stopping of this auxiliary drum determ.nes 
,he start-up of the main drums, up to a stopping situation in which these offer any 
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prize-determining combination, always between the minimum and maximum values, 
but with the peculiarity that in this case such prizes, in addition to being able to obtain 
them directly, enable the establishment of the first auxiliary play on plus or minus. 

Finally, there is in the auxiliary drum another maximum prize-determining 
situation. 

In order to supplement the following description and for further understanding of 
the characteristics of the invention, attached to this descriptive report and as part of 
same, there is a single page with drawings for, but not limited to, informational 
purposes. Said drawing shows a partial front view of an entertainment machine built 
with the improvements which are the objects of this invention. 

Said drawing shows how the machine proposed by the invention includes a 
series of drums 1 , each one carrying a series of symbols, as usual, capable of 
establishing prize-winning combinations - each one of these drums 1 being assisted by 
the corresponding push button 2 for their supposed stopping while push button 3 sets m 
motion said drums 1 after the corresponding coin has been introduced. 

The screen on the machine will show, as usual, a series of indicators 4 relevant 
to the different prize-winning combinations and the respective prizes. 
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Starting from this known structure the improvements proposed by the invention 
are focused on the existence on the machine's of another series of indicators 5 for the 
respective values corresponding to the different prizes obtainable by the player so that a 
progressive scale going from the minimum up to the maximum value is established. In 
the example shown in the drawing, such values are: 25-50-75-100-150-200-250-300- 
350 and 500, but obviously these values can vary without any limit whatsoever. 

Each one of these indicators 5 is assisted by a pilot light and when a prize- 
winning combination is obtained in drums 1 , the pilot light corresponding to indicator 5 
to the value obtained turns on. 

Simultaneously another indicator 6 is activated, informing the player about the 
possibility of making a first auxiliary play consisting, as previously stated, of increasing 
the value of the prize obtained by one or two steps, with the chance of reducing it in the 
same proportion. 

This will obviously be feasible when the prize obtained does not match the limit 

values. 

To that end there are two push buttons 7 and 8, that enable to make such 
auxiliary play with lower or higher risk, that is, with the possibility of varying in one or 
two steps. An indicator 9 with the symbols (+1 ), (-1) and (+2), (-2) indicate the player, 
by illuminating, the results obtained after pressing the corresponding push button. After 
this, the machine will deliver the prize obtained according with the results of the 
complementary play made. 



ANCHOR 16105 



This auxiliary play is optional so that once indicator 6 has turned on and after a 
preset time, if the player has not actuated one of the push buttons 7-8, the machine will 
deliver directly the prize won in the main play. 

The results of this auxiliary play do not depend on chance. The increase or 
reduction of the original prize will be duly programmed due to the fact that the machine 
provides at all times the pre-established percentage of prizes with respect to amount 
collected. 

The machine also offers a second auxiliary play for which drums 1, in addition 
,o the conventional symbols through which the different combinations are obtained also 
include respective numbers 10. When the combination obtained in drums I does not 
have a direct prize, also through the machine's programming circuit, the said numbers 
10 are added and such result is transformed into a number of "advances" supplied to a 
row of letters 1 1 which conform a certain word. 

When as a result of the advances obtained by adding the numbers 10, the 
progressive and full illumination of the row of letters 1 1 is obtained, obviously with the 
collaboration of the pilot's assisting each one of them, and this results in the 
illumination and start up of an auxiliary drum 12 determining a prize or a prize 
possibility, also auxiliary 12, a number such as the one shown in the drawing as 
reference 13 may appear, which implies that the player may make two advances on one 
or more of the drams I of the machine and through push buttons 2 in order to change 
the originally 
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obtained combination and try to converted into a prize-winning combination. 

Said dram 1 2 may show a symbol indicating an unidentified number of 
advances number which on the other hand is defined in an auxiliary indicator 14 in the 
machine's screen where values .5 are shown corresponding to the number of advances 
obtained. The illumination of these indicators is produced by the existing mach.nes 

control circuit program. 

There is also the possibility that auxiliary drum 12 delivers an unidentified, in 
principle, •'mysterious" prize which can vary between the maximum and minimum limit 
values. This is also controlled by the machine's program and varies as a fi.nct.on of the 
collection. 

Said drum 12 can determine, when it stops, the actuation of drams 1 unt.l a 
prize-winning combination is established, also corresponding to any of the foreseen 
values but with the particularity that in any case when such combination appears in the 
drum there exists the chance of playing the first auxiliary play and try to increase ,n one 
or two steps the prize obtained, running a similar risk of reducing the prize in the same 
extent. 

Finally the stopping of auxiliary dram 12 can determine delivery of the 
maximum prize. 

In any case, a considerable enhancement of the machine's attractive is obtamed 
because the player has more participation in the development of the game. 
Having described the object of this utility model and its different parts, it is 
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hereby stated that what constitutes the essence is formalized in the following: 
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CLAIMS 

1, IMPROVED ENTERTAINMENT MACHINE, which is made up of a series 
of "drums" bearing symbols capable of establishing multiple prize-winning 
combinations, essentially characterized in that its screen includes a series of indicators 
bearing graphs which reflect step by step the different values of the obtainable pnzes. 
An auxiliary circuit is established in the machine's control circuit which, by means of 
the corresponding push buttons and when said circuits detects a prize situation, perm.ts 
the variation in one or two steps, up or down, in order to increase the prize value w.th 
the chance that this may be reduced. The machine has the particularity of inc.udmg an 
auxiliary indicator showing such possibility as well as a second auxiliary md.cator 
showing the result determined by said auxi.iary circuit after actuating the corresponds 
push button(s). 

2, IMPROVED ENTERTAINMENT MACHINE, according to cla.m one, 
characterized in that the "drums" include in addition to conventional combination 
graphs, numerical graphs related with an adding circuit which add up the numbers 
appearing on the screen after each 



ANCHOR 16109 



play. It has been foreseen that said addition is converted into a pulse train fed to an 
auxiliary indicator which is unloaded after each play and in which a level of pulses 
received is established. Once this level is reached, a signal is sent to the general circuit 
of the machine which in tun, results in a new operational possibility either delivering 
direct prizes or giving the possibility of complementary prizes. 

3. - IMPROVED ENTERTAINMENT MACHINE, according to the previous 
claims, characterized in that its includes an auxiliary dmm which becomes operative 
when the supplied pulses reach said preset value. When said auxiliary drum stops, it 
provides the possibility of establishing a certain number of partial turns, corresponding 
,o the sequence of graphs on main drums, through the corresponding push buttons. Said 
auxiliary drum also indicates the number of possible pulses through the numerical 
graphs that it has, or by means of the illumination of an indicator corresponding to a set 
of auxiliary pilots. 

4. - IMPROVED ENTERTAINMENT MACHINE, according to the previous 
claims, characterized in that said auxiliary dmm also includes a graph corresponding to 
a direct prize, comprised between the maximum and 
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minimum values deliverable by the machine, as well as another graph corresponding to 
a situation of said auxiliary drum in which the main drums supply system is connected 
with the resulting operational of same until these stop in a position corresponding to a 
certain prize-winning combination which can also vary between the limit value and 
according to the machine control circuit program. 

5.- IMPROVED ENTERTAINMENT MACHINE, as has been described and 
claimed in this descriptive report, which is made up by twelve pages all of which are 
typed on one face only and is represented in the attached drawings. 

Madrid, June 21, 1 98[illegible] 

JULIO HERRERO. 

p.p. 

[signature] 
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[drawing] 
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JUNE 21 1983 



VARIABLE SCALE [signature] 
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